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What is claimed is: 



# 



^)U)b ^' ^ com PV er " reac ^ a ^^ e recording medium having a program of a video 

game recorded therein\at least one predetermined parameter assigned to a player 
character in said game be^ng changed when the player character defeats an enemy 
character, wherein 

upon being read by ^computer, the program of the video game causes the 
computer to execute: 

comparing an amount ofMamage inflicted on the enemy character by the 
player character, immediately beiWe the player character defeats the enemy 
character, with a threshold value previously set for the enemy character; 



? 

$ changing the parameter stored \n a storage device according to a first 

W condition, when the amount of damage is le^ss than the threshold value; and 

a at: * 

09 changing the parameter stored in the^torage device according to a second 

s condition that is different from the first conditio^, when the amount of damage is at 

b* 

^ least the threshold value. 

**l 2. The computer-readable recording mediuri\ according to claim 1, wherein 

^ when the amount of damage is less than the threshold value, the changing 

raises the parameter stored in the storage device by a fir& value; and 

when the amount of damage is at least the threshold value, the changing 
raises the parameter stored in the storage device by a second value that is greater 
than the first value. 

3. The computer-readable recording medium according to claim 1, wherein 

said predetermined parameter comprises the number of items acquired by 
the player character; and \ 

when the amount of damage is less than the threshold value,\the changing 
increases the number of items stored in the storage device by a first number; and 
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when tke amount of damage is at least the threshold value, the changing 
increases the number of items stored in the storage device by a second number that 
is greater than the flr^t number. 

4. The computer-readable recording medium according to claim 1 3 wherein 
said predetermined parameter comprises the number of items acquired by 

the player character; 

when the amount of damage is less than the threshold value, the changing 
increases the number of first items stored in the storage device; and 

when the amount of damage is at least the threshold value, the changing 
increases the number of second items\that are different from the first items, stored in 
the storage device. 

5. The computer-readable recording medium according to claim 1, wherein 
said predetermined parameter comprises the number of items acquired by 

the player character; 

when the amount of damage is less thak the threshold value, the changing 
changes the probability of acquiring an item to a first probability based on a 
determination of whether the player character acquires the items determined by 
using a first item acquisition factor; and 

when the amount of damage is at least the threshold value, the changing 
changes the number of items based on a determination of whether the player 
character acquires the items determined by using a seconc^ item acquisition factor 
that is higher than the first item acquisition factor. 

6. The computer-readable recording medium accordirig to claim 1, wherein 
a plurality of players operate respective characters in a common virtual space by 
utilizing a computer network. 
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7. A pl^gram of a video game, at least one predetermined parameter 
assigned to a player\character in said game being changed when the player character 
wins a battle against an enemy character, wherein 

upon being read\by a computer, the program of the video game causes the 
computer to execute: 

comparing an amoilnt of damage inflicted on the enemy character by the 
player character, immediately before the player character defeats the enemy 
character, with a threshold value\previously set for the enemy character; 

changing the parameter stored in a storage device according to a first 
condition, when the amount of damage is less than the threshold value; and 

changing the parameter storec^in the storage device according to a second 
condition that is different from the first condition, when the amount of damage is at 
least the threshold value. 

8. The program of a video game accdrding to claim 7, wherein 
when the amount of damage is less thato the threshold value, the changing 

raises the parameter stored in the storage device by a first value; and 

when the amount of damage is at least the, threshold value, the changing 
raises the parameter stored in the storage device by ^ second value that is greater 
than the first value. 

9. The program of a video game according to claim 7, wherein 
said predetermined parameter comprises the number of items acquired by 

the player character; 

when the amount of damage is less than the threshold value, the changing 
increases the number of the items stored in the storage device by\a first number; and 
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when the Amount of damage is less than the threshold value, the changing 
increases the number^of the items stored in the storage device by a second number 
that is greater than the fkst number. 

10. The program\of a video game according to claim 7, wherein 

said predetermined\parameter comprises the number of items acquired by 
the player character; 

when the amount of damage is less than the threshold value, the changing 
increases the number of first items stored in the storage device; and 

when the amount of damage is at least the threshold value, the changing 
increases the number of second items, that are different from the first items, stored 
in the storage device. 

1 1 . The program of a video game according to claim 7, wherein 
said predetermined parameter comprises the number of items acquired by 

the player character; 

when the amount of damage is less tlWi the threshold value, the changing 
changes the number of items based on a determination of whether the player 
character acquires the items determined by using \ first item acquisition factor; and 

when the amount of damage is at least the^threshold value, the changing 
changes the number of items based on a determination of whether the player 
character acquires the items determined by using a second item acquisition factor 
that is higher than the first item acquisition factor. 

12. A program according to claim 7, wherein the video game comprises an 
on-line game in which a plurality of players operate respective characters in a 
common virtual space by utilizing a computer network. 

13. A video game apparatus comprising: 
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a computer-readable recording medium having a program of a video game 
recorded therein, at least one predetermined parameter assigned to a player 
character in said videa game being changed when the player character wins a battle 
against an enemy character; and 

a computer that reads the program from the recording medium and executes 
the program by reading the^program from the recording medium, wherein 

upon reading the program from the recording medium, the computer 
compares an amount of damage inflicted on the enemy character by the player 
character, immediately before the\player character defeats the enemy character, with 
a threshold value previously set for\the enemy character; 

changes the parameter stored in a storage device according to a first 
condition, when the amount of damageNis less than the threshold value; and 

changes the parameter stored in\he storage device according to a second 
condition that is different from the first condition, when the amount of damage is at 
least the threshold value. \ 

14. The video game apparatus according to claim 13, wherein 

said computer raises the parameter stored in the storage device by a first 
value, when the amount of damage is less than the threshold value; and 

raises the parameter stored in the storage device by a second value that is 
greater than the first value, when the amount of damage is at least the threshold 
value. \ 

15. The video game apparatus according to claim\l3, wherein 

said predetermined parameter comprises the numbW of items acquired by 
the player character; and \ 

the computer increases the number of items stored in the storage device by a 
first number, when the amount of damage is less than the threshold value; and 
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the computer increases the number of items stored in the storage device by a 
second number thaws greater than the first number, when the amount of damage is 
at least the threshold value. 

16. The video gWe apparatus according to claim 13, wherein 

said predetermined parameter comprises the number of items acquired by 
the player character; and 

the computer increase^ the number of first items stored in the storage device, 
when the amount of damage is Ifess than the threshold value; and 

the computer increases the: number of second items, that are different from 
the first items, stored in the storagexjevice, when the amount of damage is at least 
the threshold value. 

17. The video game apparatus according to claim 13, wherein 
said predetermined parameter comprises the number of items acquired by 

the player character; and 

the computer changes the number oftitems based on a determination of 
whether the player character acquires the items, determined by using a first item 
acquisition factor, when the amount of damage is less than the threshold value; and 

the computer changes the number of the items based on a determination 
whether the player character acquires the items determined by using a second item 
acquisition factor that is higher than the first item acquisition factor, when the 
amount of damage is at least the threshold value. 

18. The video game apparatus according to clairia 13, wherein the video 
game comprises an on-line game in which a plurality of players operate respective 
characters in a common virtual space by utilizing a computer network. 

19. A control method of a video game apparatus incluairig a computer and 
a display device that displays an image of a video game, at least one predetermined 
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parameter assignbd to a player character in said video game being changed when the 
player character wins a battle against an enemy character, the method comprising: 

comparing an\amount of damage inflicted on the enemy character by the 
player character, immediately before the player character defeats the enemy 
character, with a threshold^value previously set for the enemy character; 

changing the parameter stored in a storage device according to a first 
condition, when the amount Vf damage is less than the threshold value; and 

changing the parametet stored in the storage device according to a second 
condition that is different from the first condition, when the amount of damage is at 
least the threshold value. \ 

20. The control method of a\yideo game apparatus according to claim 19, 
wherein \ 

when the amount of damage is less than the threshold value, the changing 
raises the parameter stored in the storage b\ a first value; and 

when the amount of damage is at least the threshold value, the changing 
raises the parameter stored in the storage device by a second value that is greater 
than the first value. \ 

21. The control method of a video game apparatus according to claim 19, 
wherein \ 

said predetermined parameter comprises the number of items acquired by 
the player character; and \ 

when the amount of damage is less than the threshold value, the changing 
increases the number of items stored in the storage device b^a first number; and 

when the amount of damage is at least the thresholck value, the changing 
increases the number of items stored in the storage device by a second number that 
is greater than the first number. \ 
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22. The cWrol method of a video game apparatus according to claim 19, 
wherein \ 

said predetermined parameter comprises the number of items acquired by 
the player character; and \ 

when the amount of damage is less than the threshold value 5 the changing 
increases the number of first\items stored in the storage device; and 

when the amount of (Wages is at least the threshold value, the changing 
increases the number of second items, that are different from the first items, stored 
in the storage device. \ 

23. The control method of \ video game apparatus according to claim 19, 
wherein \ 

said predetermined parameter cimiprises the number of items acquired by 
the player character; and \ 

when the amount of damage is less than the threshold value, the changing 
changes the number of the items based on a determination of whether the player 
character acquires the items determined by usingV first item acquisition factor; and 

when the amount of damage is at least thfe threshold value, the changing 
changes the number of items based on a determination of whether the player 
character acquires the items determined by using a second item acquisition factor 
that is higher than the first item acquisition factor. \ 

24. The control method of a video game apparatus according to claim 19, 
wherein the video game comprises an on-line game in whioh a plurality of players 
operate respective characters in a common virtual space bA utilizing a computer 
network. \ 
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